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You аге an essential component of any titan reaping party. 
Your expertise lies not only in tracking and navigating the 
treacherous wilderness but also in your uncanny ability to 
locate and harvest the invaluable titan essence embedded 
within the colossal titan carcasses that litter the landscape. 
You are the eyes and ears of your team—a silent watcher 
adept at reading both the land and its perils. 

Your role begins long before the extraction process. 
Equipped with a keen understanding of the wilds, you 
scout ahead, your senses attuned to the subtle signs that 
lead to a fallen titan. Your knowledge extends beyond 
mere tracking; you understand the behavior of the 
mutated creatures that now roam Eldraia—how they hunt, 
where they nest, and most importantly, how to avoid or 
confront them when necessary. This knowledge makes you 
indispensable during expeditions, as navigating safely 
through these dangers is as crucial as the reaping itself. 

Within a reaping party, your skills are multifaceted. 
As a master of survival, you ensure that your group can 
endure the harsh conditions of Eldraia’s wastelands. From 
finding potable water to creating shelters out of the 
remnants of a crumbled civilization, your ability to adapt 
and utilize your surroundings is unmatched. But beyond 
survival, your primary task is to lead your team to the 
titans. Using specialized equipment like resonant rods and 
intricate maps drawn from memory and old-world 


records, you guide your party through fog and over rubble 
with a steady hand. 

Once a titan carcass is located, your role shifts subtly 
but significantly. As others prepare for extraction, you 
secure the perimeter, setting up defenses and keeping an 
eye out for any threats drawn by the activity or those 
lurking within the titan itself. Your arsenal is not just 
made up of bows or blades but includes traps and 
snares—tools that can protect your team from being 
ambushed by predators corrupted by essence. 

The actual extraction of titan essence requires 
precision and patience—traits that a Hunter like you 
possesses in abundance. While you may not wield the 
drills or handle the lures directly, your job is to oversee 
the operation from a safe vantage point, ensuring that no 
step is missed and no danger approaches unnoticed. 

But perhaps what truly sets you apart as a Hunter is 
your connection to Eldraia itself. You feel a bond with this 
land shaped by cataclysm and chaos—a bond born from 
spending countless hours under its somber skies and 
among its twisted flora. This connection deepens your 
resolve and sharpens your instincts, guiding you almost 
mystically towards pockets of untouched essence or 
leading you away from impending dangers. 
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Your type helps determine the connection you have to the setting. Roll a d2o or choose from the following list to determine a 
specific fact about your background that provides a connection to the rest of the world. You can also create your own fact. 


Your family has a long history of serving as Titan Reapers, and you are carrying on the legacy of 
your ancestors. 


1 
2 During your initiation ritual, you encountered a mysterious figure who bestowed upon you a unique 
artifact infused with titan essence. 

Your mentor disappeared into an ancient titan, never to be seen again. You recently received a 
mysterious message that you think may be linked to their dissapearance. 


During an extraction mission, you encountered a shadowy creature that left you the last surviving 
member of your former reaping party 


As a child, you were found abandoned near the corpse of a titan and raised by a group of reclusive 
hunters. 


During your first hunt, you survived an attack by a massive creature known only as the Maw. Its 
teeth Left scars that throb whenever it is near. 


Whenever you are alone, you sense a presence that you cannot see. On occasion, you catch a glimpse 
of shadows moving unnaturally. 


A close friend or ally betrayed you during a critical moment on a hunt, Leaving you for dead. You 
survived against all odds and now seek vengeance or closure. 


You were once part of a rival faction but defected after witnessing their cruel methods for 
acquiring titan essence. 


Before becoming a titan reaper, you traveled the wastelands as a cartographer, mapping strange and 
unknown regions twisted by the titans’ war. 


в 


Your enclave is on the brink of collapse. Your leaders have sent you out into the wastelands in 
search of new sources of titan essence to save your people. 


ong ago, you earned the trust of a reclusive group Living in the wastelands who possess unique 
nowledge about titans and their essence. 
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A rival factions views you as a threat and has placed a bounty on your head, forcing you to 
constantly be on the Lookout for assassins and spies. 


You are a wanted fugitive in one of the major enclaves for a crime you did not commit. 
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You swore an oath to avenge а loved one killed by an essence-mutated beast, driving you to hunt 
these creatures relentlessly. 


Your extraction skills have attracted the attention of a secretive order that believes essence 
extracted from titans holds forgotten knowledge. 


A powerful curse has befallen you as a result of your extensive exposure to titan essence. 


в 


While traveling deep in the forest, you awakened a dark and forgotten entity. This being whispers 
to you promises of power in exchange for titan essence. 
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You оме a blood debt to a wraith whose grave you once desecrated; it demands service in return for 
mercy. 
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Once, you ventured into a titan and vanished, only to return a year Later. You remember nothing of 
this time, though you occasionally have vivid dreams of an ethereal realm. 
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As a Hunter in When Titans Fell. your stat pools are distributed 
differently from other character types to reflect your unique 
skills and abilities. Here is how your stat pools are allocated: 


Stat Pool Starting Value 
Т Ы СИ 


[Seng D'UNE 


You get 6 additional points to divide among your stat Pools 


however you wish. 


Swift Reflexes: Your keen senses and lightning-fast reflexes 
allow you to react with uncanny speed. Automatically succeed 
on а Speed-based task or to avoid an incoming attack. 


Trailblazer's Instinct: Your tracking skills are unparalleled. 
allowing you to follow even the faintest of trails. You uncover a 
hidden path or discover crucial information about your 
surroundings. 


Pack Hunter: Your bond with your allies is unbreakable, and you 
coordinate your actions seamlessly. Grant an asset to an ally's 
attack or skill roll, or to assist in a group task. 


player Intrusions 


A player intrusion is the player choosing to alter something in 
the campaign, making things easier for a player character. 
Conceptually, it is the reverse of a GM intrusion: instead of the 
GM giving the player XP and introducing an unexpected 
complication for a character, the player spends 1 XP and 
presents a solution to a problem or complication. What a player 
intrusion can do usually introduces a change to the world or 
current circumstances rather than directly changing the 
character. For instance, an intrusion indicating that the cypher 
just used still has an additional use would be appropriate, but 
an intrusion that heals the character would not. If a player has 
no XP to spend, they can't use a player intrusion. If the GM 
refuses the intrusion, the player doesn't spend the 1 XP, and the 
intrusion doesn't occur. 


Using an intrusion does not require a character to use an 
action to trigger it. A player intrusion just happens. 


(Player intrusions should be limited to no more than one 
per player per session.) 
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First-tier Hunters have the following characteristics: 
Effort: Your effort is 1. 


Jack of All: You may choose to have 1 Edge in either Might. 
Speed, or Intellect. 


Ephemeral Use: You can bear two ephemerals at a time. 


Hunter's Arsenal: You can use light and medium weapons 
without penalty. You have an inability with heavy weapons; your 
attacks with heavy weapons are hindered. 


' Starting Equipment: Appropriate clothing, a weapon of your 
choice, plus 346 + го dram (Р). You also have an essence crucible 
that can store up to 20 motes of titan essence. 


Abilities: Choose four of the abilities listed below. You can't 
choose the same ability more than once unless its description 
says otherwise. 


© Master Tracker: You have an innate ability to track creatures 
and navigate treacherous terrains. You are trained in tracking 
and navigating terrain. Enabler. 


9 Danger Sense (1 Speed Point): Your initiative task 18 eased. 
You pay the cost each time the ability is used. Enabler. 


9 Improved Edge: Choose one of your Edge stats that is o. It 
increases to 1. Enabler. 


9 No Need For Weapons: When you make an unarmed attack 
(such as a punch or kick), it counts as a medium weapon 
instead of a light weapon. Enabler. 


© Surge: When you use an action to make your first recovery 
roll of the day. you immediately gain another action. Enabler. 


© Keen Senses: Your senses are heightened beyond normal 
human capabilities, allowing you to detect hidden traps or 
creatures more easily. You are trained on tasks related to 
perceiving or detecting traps and creatures. 


9 Vital Strike (2 Speed Points): You can focus your attacks on 
weak points. bypassing armor or defenses. You make an 
attack that reduces the target's armor rating by 2. 


9 Versatile Hunter: You are trained in two of the following: 
climbing. swimming. navigation, or identifying plants and 
creatures. Enabler. 


9 Evasive Maneuver (3 Speed Points): You automatically dodge 
the next melee attack made against you within the next 
minute. Action to initiate. 


9 Titan's Strength (3 Essence Points): For the next ten minutes, 
all Might-based actions other than attack rolls that you 
attempt are eased. If you already have this ability from 
another source, the effect of this ability lasts for one hour 
instead of ten minutes. Enabler. 


9 Practiced With All Weapons: You become practiced with light. 
medium. and heavy weapons and suffer no penalty when 
using any kind of weapon. Enabler. 


9 Practiced in Armor: You can wear armor for long periods of 
time without tiring and can compensate for slowed reactions 
from wearing armor. You reduce the Speed Effort cost for 
wearing armor by 1. You start the game with a type of armor 
of your choice. Enabler. 


9 Decipher (1 Intellect Point): If you spend one minute 
examining a piece of writing or code in a language you do 
not understand, you can make an Intellect roll of difficulty 3 
(or higher, based on the complexity of the language or code) 
to get the gist of the message. Action to initiate. 
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Second-tier Hunters have the following characteristics: 


Abilities: Choose four of the abilities listed below (or from a 
lower tier) to add to your repertoire. In addition, you can replace 
"опе of your lower-tier abilities with a different one from a lower 
tier. 


9 Curious: You're always curious about your surroundings, even 
on a subconscious level. Whenever you use Effort to attempt 
navigation, perception, or initiative tasks in an area that 
you've only rarely or never visited before, you can apply an 
additional free level of Effort. Enabler. 


9 Danger Instinct (3 Speed Points): If you are attacked by 
surprise. whether by a creature. a device, or simply an 
environmental hazard (a tree falling on you), you can move 
an immediate distance before the attack occurs. If moving 
prevents the attack, you are safe. If the attack can still 
potentially affect you—if the attacking creature can move to 
keep pace. if the attack fills an area too big to escape. etc. — 
the ability offers no benefit. Enabler. 


9 Hunter's Mark (2 Intellect Points): Choose a quarry (a single 
individual creature that you can see). You gain an asset in all 
tasks involving following. understanding. interacting with. or 


fighting that creature. You can have only one quarry at a time. 


Action to initiate. 


9 Shadow Cloak (3 Essence Points): As an action, you can blend 
in with shadows and become nearly invisible for one minute. 
You gain an asset on stealth and deception tasks while in dim 
or dark lighting conditions. Action to initiate. 


9 Investigator: You are trained in two skills in which you are 
not already trained. Choose two of the following: perception, 
identifying. lock-picking. assessing danger, or tinkering with 
devices. You can select this ability multiple times. Each time 
you select it, you must choose two different skills. Enabler. 


9 Predator's Pounce (5+ Speed Points): You can pounce on an 
unsuspecting target from a height of at least ten feet, catching 
them off guard and knocking them prone. You attempt a 
difficulty 4 Speed roll to jump from above down onto the 
target as part of your melee attack action. If you succeed at 
the jump and your attack hits. If successful. the target is 
knocked prone and takes an additional 2 points of damage. 
The target must be no larger than a human. Action to initiate. 


© Quick Recovery: Your second recovery roll (usually requiring 
ten minutes) is only a single action. Enabler. 


9 Feral Fury (3 Might Points): Your primal instincts take over, 
allowing you to unleash a flurry of devastating attacks. When 
you succeed on a might-based attack, you may choose to make 
an additional attack. Enabler. 


9 Eye for Detail (2 Intellect Points): When you spend five 
minutes or so thoroughly exploring an area no larger than a 
short distance in diameter, you can ask the GM one question 
about the area. Within reason, the GM must answer you 
truthfully. You cannot use this more than one time per area 
per 24 hours. Action to initiate, five minutes to complete. 


9 Exploit Weakness (4 Intellect): After observing or studying a 
creature in action for at least a minute, you can work out a 
specific weakness or vulnerability that allows you to ignore 3 
points of its Armor when making your next attack against it. 
Action to initiate. 


9 Investigative Skills: You are trained in two skills in which you 
are not already trained. Choose two of the following: 
perception, identifying. lockpicking. assessing danger. or 
tinkering with devices. You can select this ability multiple 
times. Each time you select it. you must choose two different 
skills. Enabler. 


© Stand Watch (2 Intellect points): While standing watch 
(mostly remaining in place for an extended period of time), 
you unfailingly remain awake and alert for up to eight hours. 
During this time, you are trained in perception tasks as well 
as stealth tasks to conceal yourself from those who might 
approach. Action to initiate. 


9 Skill With Defense: Choose one type of defense task in which 
you are not already trained: Might. Speed, or Intellect. You are 
trained in defense tasks of that type. Enabler. 
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Third-tier Hunters have the following characteristics: "a 


Expert Ephemeral Use: You can bear three ephemerals at a 
time. 


Abilities: Choose three of the abilities listed below (or from a 
lower tier) to add to your repertoire. In addition, you can replace 
one of your lower-tier abilities with a different one from a lower 
tier. 


© Range Increase: Ranges for you increase by one step. 
Immediate becomes short, short becomes long, long becomes 
very long, and very long becomes 1,000 feet (зоо m). Enabler. 


9 Controlled Fall: When you fall while you are able to use 
actions and within reach of a vertical surface, you can 
attempt to slow your fall. Make a Speed roll with a difficulty 
of 1 for every 20 feet (6 m) you fall. On a success, you take half 
damage from the fall. If you reduce the difficulty to o. you 
take no damage. Enabler. 


9 Lightning Reflexes (2 Essence Points): You infuse yourself 
with titan essence, granting you lightning fast reflexes, 
allowing you to react with incredible speed. You can take two 
actions during the first round of any combat encounter. 
Enabler. 


9 Experienced in Armor: The cost reduction from your 
Practiced in Armor ability improves. You now reduce the 
Speed Effort cost for wearing armor by 2. Enabler. 


© Resilience: You have 1 point of Armor against any kind of 
physical damage. even physical damage that normally ignores 
Armor. Enabler. 


9 Experienced in Dowsing: You have honed your essence 
dowsing skills. You are now trained in the task of dowsing for 
essence. Enabler. 


9 Experienced in Drilling: You have honed your marrow 
drilling skills. You are now trained in the task of drilling for 
titan essence. 


9 Stone Breaker: Your attacks against objects inflict д additional 
points of damage when you use a melee weapon that you 
wield in two hands. Enabler. 


9 Eagle Eye (3 Essence Points): You infuse your sight with 
essence and your vision becomes incredibly sharp and clear. 
For one hour, you gain an asset on tasks related to identifying 
targets at a distance and all attacks made from a long 
distance or greater. Enabler. 


9 Focused Strikes (1 Intellect Points): Your attacks are precise 
and focused, allowing you to bypass your target's defenses. 
On a successful attack roll against a target. reduce their 
Armor rating by 1 for the next round. Enabler. 


© Trapfinder (3+ Intellect Points): You find any traps (like a 
floor that would give way beneath you) or mechanical 
triggers to a trap or defense system that might pose a threat. 
You can do this without setting them off and in lieu of 
making a roll to find them. This ability can find traps of level 
4 or below. In addition to the normal options for using Effort, 
you can choose to use Effort to increase the level of traps that 
can be found by 2, so using two levels of Effort can find all 
traps of level 8 or below. Action. 


9 Ignore the Pain: You ignore the impaired condition and treat 
the debilitated condition as impaired. Enabler. 


9 Preternatural Senses: While you are conscious and able to use 
an action, you cannot be surprised. In addition, you are 
trained in initiative actions. Enabler. 


© Range Increase: Ranges for you increase by one step. 


Immediate becomes short, short becomes long, long becomes 
very long. and very long becomes 1,000 feet (300 m). Enabler. 
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Fourth-tier Hunters have the following characteristics: 


Abilities: Choose two of the abilities listed below (or from a 
lower tier) to add to your repertoire. In addition, you can replace 
one of your lower-tier abilities with a different one from a lower 
tier. 


9 Deadly: Your attacks deal 1 additional point of damage. 
Enabler. 


9 Relentless Pursuit (4 Essence Points): You infuse your body 
with essence to enter a state of heightened focus and 
determination. For the next ten minutes, you can take an 
additional action per round. Action to Initiate. 


© ' Essence Mastery: You have gained unparalleled control over 
titan essence. The cost of using abilities that require essence 
is reduced by 1 point. Enabler. 


9 Deadly Accuracy (4 Speed Points): You enhance your attack 
with deadly precision, dealing an additional 2 points of 
damage. Enabler. 


© Heartseeker: When making an attack that would benefit from 
using precise targeting such as aiming for weak points or 
vulnerabilities on creatures familiar to you and you roll a 17 
or higher on an attack roll that deals damage. you deal 1 
additional point of damage. For instance, if you roll a natural 
18, which normally deals 2 extra points of damage, you 
instead deal 3 extra points. If you roll a natural 2o and choose 
to deal damage instead of achieve a special major effect, you 
deal 5 extra points of damage. Enabler. 


Guided by Echoes (3 Essence Points): You can send out a silent, 
mental "ping" that gives you a brief layout of your surroundings 
as it bounces back to you. similar to echolocation. You gain an 
asset on tasks that involve navigating unseen paths or 

detecting hidden creatures or objects for the next 

ten minutes. Action. 


9 Twin Strike (3 Speed Points): With a single 
attack action, you can make two separate 
attacks against different targets within 
immediate range of each other. Each 
attack is rolled separately and must have 
a viable target. Action. 


9 Vengeful Strike (4 Might Points): 
When an enemy damages you 
in combat, you can = = 
immediately counterattack 
using this ability without taking 
your normal turn during the round. 
Enabler. 


© Subtle Steps: When you move no more 
than a short distance, you can move 
without making a sound, regardless of the 
surface you move across. Enabler. 
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Fifth-tier Hunters have the following pe 
characteristics: 
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Adept Ephemeral Use: You can bear 
four ephemerals at a time. 


Abilities: Choose three abilities listed below 
(or from a lower tier) to add to your 
repertoire. In addition, you can replace one of 
your lower-tier abilities with a different one 
from a lower tier. 


9 Titanic Resilience: Your exposure to titan 
essence has enhanced your physical 
attributes, granting you increased 
durability and resistance to damage. You 
gain +2 points to your Might Pool. Enabler. 


9 Physically Gifted: Any time you spend 
points from your Might Pool or Speed Pool 
on an action for any reason, if you roll a1 
on the associated die, you reroll, always 
taking the second result. Enabler. 


9 Vigilant (5 Might Points): When affected by 
an attack or effect that would daze, stun or 
blind you, you ignore the effect. Enabler. 


9 Hard to Kill (3 Speed Points): You can reroll any of your 9 In The Zone (5 Intellect Points): You enter a state of perfect 
Might, Speed. or Intellect defense rolls and take the better of focus and heightened senses for up to ten minutes. While in 
the two results. Enabler. this state, all tasks related to perception or detection are eased 

by two steps. Enabler. 

9 Natural Weakness (3 Intellect Points): You identify a natural 


weakness of a titan-corrupted creature, providing an asset for 9 Predator's Senses: Your senses have become attuned to the 
you and your allies on all attacks against the creature for the essence of the fallen titans. You gain an asset on perception 
duration of the fight. Action. tasks detecting presence of titan essence within a long 


distance. Enabler. 

9 Uncanny Speed (4 Essence Points): You can deflect incoming 

attacks quickly. When you infuse your body with essence. for 9 Hunter's Drive (5 Intellect Points): Through force of will. 

the next ten rounds you ease all Speed defense rolls. Enabler. when you wish it, you grant yourself greater prowess in the 
hunt for ten minutes. During this time, you gain an asset to 
all tasks involving your quarry, including attacks. Your 
quarry is the creature you selected with your Hunter's Mark 
ability. Enabler. 


© Mastery With Defense: Choose one type of defense task in 
which you are trained: Might, Speed, or Intellect. You are 
specialized in defense tasks of that type. You can select this 
ability up to three times. Each time you select it, you must 
choose a different type of defense task. Enabler. 
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Sixth-tier Hunters have the following characteristics: 


Abilities: Choose three ability listed below (or from a lower 
tier) to add to your repertoire. In addition, you can replace one 
of your lower-tier abilities with a different one from a lower tier. 


9 Titanic Attunement (6 Essence Points): You attune with the 
carcass of a titan within a long distance. This is a level 3 
Intellect task. If you succeed, you gain several benefits for up 
to one.minute: an asset to all your Might based tasks 
(including attacks and defenses). +2 to your Might Edge and 
Speed Edge, and 2 additional points of damage on all 
successful melee attacks. Action to initiate. 


9 Mastery in Armor: The cost reduction from your Practiced in 
Armor ability improves. You now reduce the Speed Effort cost 
for wearing armor to o. Enabler. 


9 Mastery With Attacks: Choose one type of attack in which you 
are trained: light bashing, light bladed, light ranged. medium 
bashing, medium bladed, medium ranged, heavy bashing, 

heavy bladed, or heavy ranged. You are specialized in 
attacks using that type of weapon. Enabler. 


© Perfect Aim: You have mastered the art of precision 
and accuracy in combat. Attacks you make ignore any 
penalties or hindrances due to environmental factors or 
cover. Enabler. 


© Flurry (5+ Speed Points): You stand still and make attacks 
against up to five foes, all as part of the same action in one 
round. All of the attacks have to be the same sort of attack 
(melee or ranged). Make a separate attack roll for each foe. 
You remain limited by the amount of Effort you can apply on 
one action. Anything that modifies your attack or damage 
applies to all of these attacks. In addition to the normal 
options for using Effort, you can choose to use Effort to 
increase the number of foes you can attack with this ability 
(one additional foe per level of Effort used in this way). 
Action. 


9 Commander (9 Intellect Points): If your allies can see and 
easily understand you, you can instruct each of them to take 
one specific action (the same action for all of them). If any of 
them choose to take that exact action, they can do so as an 
additional action immediately. This doesn't interfere with 
them taking their normal actions on their turns. Action. 


© Negate Danger (7 Intellect Points): You permanently negate а 
source of potential danger related to one creature or object 
within immediate distance. This could be a weapon or device 
held by someone. a creature's natural ability, or a trap 
triggered by a pressure plate. Action. 


9 Pack Hunter (9 Intellect points Points): If your allies can see 
and easily understand you, you can instruct each of them to 
take one specific action (the same action for all of them). If 
any of them choose to take that exact action, they can do so as 
an additional action immediately. This doesn't interfere with 
them taking their normal actions on their turns. Action. 


9 Self Regeneration (4+ Essence Points): By tapping into the 
latent titan essence within you, you can heal your wounds. 
Choose to restore either your Might or Speed pool to full. 
Points are regenerated at a rate of 1 point each round. For 
each additional point of essence spent. the rate of 


regeneration increases by 1 point per round. Action to initiate. 
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Jon has always been a fan of exploration and survival video 
games, so he wants to create a Hunter. He envisions a wily. 
weather-beaten veteran of the wastelands who can track a 
creature's passage across rock as easily as across sand. 

For their background. Jon decides that he was found 
abandoned near a titan carcass as a child and was raised by 
marauders who taught him how to survive and extract titan 
essence. 

He put 3 of his additional stat points into his character's Might 
pool. and 3 into his character's Speed Pool. As a first-tier 
character, his effort is 1, As a Hunter, he gets to choose which 
stat he gets 1 Edge, and Jon chooses Speed. John's Hunter is 
focused on physicality, a hardened survivor of the Eldraian 
wastes. 

As equipment, Jon decides his character has a trusted 
longbow (a moderately priced item), an intricately made dagger 
(an expensive item), and sturdy leather armor (a moderately 
priced item). As a Hunter, his character also gets an Essence 
Extraction tool and an Essence crucible. 

For abilities, Jon picks Master Tracker, Danger Sense, Surge, 
and Keen Senses. Not only does these abilities make sense 
thematically for his character but they also provide him with 
diverse skills essential for surviving in Eldraia 

As a Hunter, Jon starts with two ephemerals. The GM 
determines that he has found Darksight. a strip of cloth infused 
with titan essence that can be tied around a person’s eyes, 
granting them the ability to see in the dark, and Vigor Surge, a 
brightly colored liquid that when consumed grants bonuses to 
the drinker's Might pool. 

For hi$ character's Descriptor, Jon chooses Jaded. Jon imagines 
his character as someone who has been through the wringer, 
surviving against all odds in the harsh world of Eldraia. He has 
endured countless hardships and carries the weight of his 
experiences with him. Despite his grizzled exterior, he still 
maintains a glimmer of hope and determination, never giving 
up even in the face of overwhelming odds. 

For his character’s Focus, Jon selects Walks Unseen. His 
Hunter possesses an uncanny ability to blend into their 
surroundings, moving silently and unnoticed through the 
wastelands. They can disappear into shadows, making it difficult 
for enemies to track them. This allows them to gain the upper 
hand in combat or gather valuable information without being 
detected. 


In eget sapien vitae massa rhoncus lacinia. Nullam at leo nec metus aliquam semper. Phasellus tincidunt, ante nec lacinia 
ultrices, quam mi dictum libero, vitae bibendum turpis elit ut lectus. Sed diam ante, lobortis sed, dignissim sit amet, 
condimentum in, sapien. Pellentesque nec lectus non risus auctor lobortis. Vestibulum sit amet dolor a ante suscipit pulvinar. 
Sed lacinia. Aliquam erat volutpat. In hac habitasse platea dictumst. Vivamus sit amet sem vitae tellus ultricies consequat. 
Integer tincidunt tellus eget justo. Class aptent taciti sociosqu ad litora torquent per conubia nostra, per inceptos hymenaeos. 


Morbi pellentesque. mauris interdum porta tincidunt, neque orci molestie mauris, vitae iaculis dolor felis at nunc. Maecenas 
eu diam a leo porta interdum. In non massa quis odio feugiat sagittis. Quisque ac lorem. Maecenas ut sem sed ipsum suscipit 
malesuada. Nulla quis dui quis ante fermentum interdum. Proin eget est a augue vehicula mattis. Pellentesque sed nisi at nisi 


! 


You are a Savant, a scholar of the arcane and the ancient, a 
master of the mysteries that coil beneath the crust of Eldraia. In 
a world built on the ruins of titanic power. your intellect and 
knowledge are your greatest assets. You possess an unparalleled 
understanding of titan lore, the intricacies of essence 
manipulation, and the dark secrets that led to their cataclysmic 
fall. 

As a Savant in this twilight world, you play a crucial role 
both within society and on the dangerous frontiers where titan 
carcasses sprawl like mountains across the fog-drenched 
wilderness. Your expertise nfakes you an invaluable member of 
any titan reaping party. It is you who reads the.esoteric signs 
etched in the bones of these colossal beings. you who interprets 
the arcane vibrations that pulse through their remains; guiding 
your team to the richest deposits of titan essence. S 

In the enclaves where humanity clings to survival beneath 
layers of rock and ash, you are often found cloistered with 
ancient texts or engrossed in the study of peculiar artifacts 
drawn from deep within titan bowels. Your research not only 
unravels the past but also pioneers new methods for harnessing 
essence—turning it into fuel, weapon, and ward against the 
darkness that encroaches ever closer. 

In titan reaping parties, your role transcends mere 
academic pursuit. There in the field, amid decay and danger. 
your knowledge translates into direct power. You understand 
how to manipulate the very essence you seek to extract. With 
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gestures and 

incantations, learned from dusty scrolls, you can 

stabilize volatile energies or refine raw essence into usable 
forms even in hostile conditions. 

Your tools are as unique as your talents: resonant rods 
tuned to specific frequencies of titan essence; delicate 
instruments capable of detecting shifts in ambient magical 
fields; scrolls and grimoires containing forbidden knowledge 
that can protect or devastate. These instruments make you not 
just a scholar but also a formidable practitioner of arcane arts. 

But with great knowledge comes great risk. The deeper you 
delve into secrets long buried, the more you expose yourself to 
dangers not just physical but existential. The corrupting 
influence of titan essence is an ever-present threat, its allure as 
intoxicating as it is perilous. Each venture into a titan's remains 
could leave scars not only on your body but on your psyche as 
well. 

Yet for all these risks, your path offers rewards beyond 
measure. To be a Savant is to stand at the edge of mystery and 
peer into its depths—to unlock powers that could reshape 
worlds or unveil truths meant to be hidden. As Eldraia trembles 
on the brink of further ruin or possible rebirth, it is upon your 
intellect and insight that so much depends. 
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Your type helps determine the connection you have to the setting. Roll a d2o ог choose from the following list 
to determine a specific fact about your background that provides a connection to the rest of the world. You 
can also create your own fact. 


| d20 Background 


You were apprenticed.to a renowned scholar who disappeared under mysterious circumstances, leaving 
you with their vast collection of arcane texts and research. 


During one of your experiment, you accidentally opened a portal to another realm and briefly 
glimpsed beings from beyond reality. 


Born into a cult that worships ancient and dark gods, you have witnessed unspeakable rituals and 
sacrifices. 


You traded your memories away to an otherworldly creature in return for forbidden secrets. 
Fragments haunt you. 


You are the guardian of a cursed burial ground, tasked with keeping the restless spirits and 
ancient evils contained within. 


You grew up amongst a nomadic troupe of storytellers, traveling the Land and collecting and telling 
stories. 


The extraction process has Left permanent markings on your body that reactivate during moments of 
intense emotion or focus. 


You possess a grimoire of forbidden spells and rituals, written in а long-lost Language that you 
are still attempting to decipher. 


You are haunted by vivid dreams that provide glimpses into the war between the titans. You aren’t 
sure wether these are truly glimpses to the past or delusions. 


A secret cult devoted to a long-forgotten deity has marked you as their chosen vessel, believing 
that you hold the key to awakening their god. 


Your parents always called you a child of the Dusk, but they died before they could tell you what 
they meant. 


You learned your skills faster than your teachers had ever seen before. The powers that be took 
notice and are paying close attention. 


A relic containing concentrated titan essence was stolen from your enclave, and you're determined 
to recover it. 


Re 


You were selected at a young age to be trained by the enclave's elders due to your innate ability 
to sense and understand titan essence. 
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Your misuse of titan essence during an experiment resulted in a devastating explosion that claimed 
lives; since then, you work tirelessly to prevent such tragedies from happening again. 


A mysterious illness has befallen your enclave, causing its inhabitants to slowly lose their 
memories and identities. You are determined to find a cure and restore your people's sense of self 
before it's too late. 
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Тһе arcane arts always came easy to you, but you found yourself a social outcast in your community 
because of it. 


You were once under the thrall of a powerful necromancer. Though you broke free, the taint of 
undeath still clings to you. 


со 


Тһе loss of several team members during one violent extraction has cemented іп you a relentless 
desire for developing safer extraction methods. 


You bear a mysterious birthmark that glows in the presence of titan essence. 
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As a Savant in When Titans Fell. your stat pools are distributed 
differently from other character types to reflect your unique 
skills and abilities. Here is how your stat pools are allocated: 


You get 6 additional points to divide among your stat Pools 
however you wish. 


Stat Pool Starting Value 
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Essence Surge: Your command over titan essence is 
unparalleled. You reactivate a previously used ephemeral. 
artifact, or magic item that was previously depleted. ruined. or 
inactive, causing it to do something that's useful to your current 
situation. Perhaps it harms a foe, creates a distraction, or lets you 
use it one more time for its original function. 


Ancient Knowledge: Your vast knowledge of Eldraia's history 
and lore allows you to uncover valuable information or secrets. 
You discover a hidden passage, decipher a cryptic message, ог 
recall a forgotten spell or ritual that aids you in your current 
situation. 


Mystic Insight: Your connection to the essence enables you to 
perceive nearby magic. You can sense the presence of magical 
creatures or objects, or determine the true nature of a magical 
effect. 
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First-tier Savants have the following characteristics: 
Effort: Your effort is 1. 


Savant: You have an Intellect Edge of 1, а Might Edge of o, and 
a Speed Edge of o. 


Expert Ephemeral Use: You can bear three ephemerals at a 
time. 


Weapons: You can use light weapons without penalty. You 
have an inability with medium weapons and heavy weapons: 
your attacks with medium and heavy weapons are hindered. 


Starting Equipment: Appropriate clothing and a weapon of 
your choice, plus 4d6 » го dram (Р). You also have an essence 
crucible that can store up to 20 units of titan essence. 


Versed: You are trained in one area of knowledge related to 
the arcane arts. Choose one of the following: titan anatomy, 
ancient languages. pre-fall history, artificing. crafting, or occult 
lore. 


Abilities: Choose four of the abilities listed below. You can't 
choose the same ability more than once unless its description 
says otherwise. 


9 Essence Savant: You are trained in the basics of Essence 
. (including the operation of diurnals and ephemerals) and can 
attempt to understand and identify its properties. Enabler. 


9 Hedge Magic (1 Essence Point): You can perform small tricks: 
temporarily change the color or basic appearance of a small 
object, cause small objects to float through the air, clean a 
small area, mend a broken object, prepare (but not create) 
food, and so on. You can't use Hedge Magic to harm another 
creature or object. Action. 


9 Erase Memories (3 Essence Points): You reach into the mind 
of a creature within immediate range and make an Intellect 
roll. On a success. you erase up to the last five minutes of its 
memory. Action. 


9 Ancient Lore: You have spent years studying ancient texts and 
forgotten lore. giving you a vast knowledge of Eldraia's 
history and the fallen titans. You are trained in tasks related 
to identifying or understanding historical or esoteric 
knowledge. Enabler. 


9 Arcane Ward: You have a protective ward of energy around 
yourself, providing «1 Armor. Enabler. 


9 Onslaught (1 Essence Point): You attack a foe using energies 
that assail either their physical form or their mind. In either 
case, you must be able to see your target. If the attack is 
physical, you emit a short-range ray of force that inflicts 4 
points of damage. If the attack is mental, you focus your 
mental energy to blast the thought processes of another 
creature within short range. This mindslice inflicts 2 points 
of Intellect damage (ignores Armor). Some creatures without 
minds might be immune to your mindslice. Action. 


9 Resonance Field (1 Essence Points): Faint lines in a color you 
choose form a tracery over your entire body and emit faint 
light. The effect lasts for one minute. Whenever a creature 
within immediate range makes an attack against you, the 
pattern energizes to block the attack. You can make an 
Intellect defense roll in place of the defense roll you would 
normally make. If you do so and you get a minor effect, the 
creature attacking you takes 1 point of damage. If you get a 
major effect, the creature attacking you takes 4 points of 
damage. Action to initiate. 


9 Push (2 Essence Points): You telekinetically push a creature or 
object an immediate distance in any direction you wish. You 
must be able to see the target, which must be your size or 
smaller, must not be affixed to anything. and must be within 
short range. The push is quick. and the force is too crude to 
be manipulated. For example. you can't use this ability to pull 
a lever or close a door. Action. 


9 Shatter (2+ Essence Points): You interrupt the fundamental 
force holding normal matter together for a moment, causing 
the detonation of an object you choose within long range. The 
object must be a small. mundane item composed of 
homogeneous matter (such as a clay cup, an iron ingot, a 


stone, and so on). The object explodes in an immediate radius, 


dealing 1 point of damage to all creatures and objects in the 
area. If you apply Effort to increase the damage. you deal 2 
additional points of damage per level of Effort (instead of 3 
points); targets in the area take 1 point of damage even if you 
fail the attack roll. Action. 


9 Distortion (2 Essence Points): You modify how a willing 
creature within short range reflects light for one minute. The 
target rapidly shifts between its normal appearance and a 
blot of darkness. The target has an asset on Speed defense 
rolls until the effect wears off. Action to initiate. 
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Second-tier Savants have the following characteristics: 


Abilities: Choose one of the abilities listed below (or from a 
lower tier) to add to your repertoire. In addition, you can replace 
one of your lower-tier abilities with a different one from a lower 
tier. 


9 Cutting Light (3 Essence Points): You emit a thin beam of 
energized light from your hand. This inflicts 5 points of 
damage to a single foe in immediate range. The beam is even 
more effective against immobile, nonliving targets, slicing up 
to 1 foot (3o cm) of any material that is level 6 or lower. The 
material can be up to 1 foot thick. Action. 


© Hover (2 Essence Points): You float slowly into the air. If you 
concentrate, you can control your movement to remain 
motionless in the air or float up to a short distance as your 
action; otherwise. you drift with the wind or with any 
momentum you have gained. This effect lasts for up to ten 
minutes. Action to initiate. 


© Retrieve Memories (4 Essence Points): You touch the remains 
of a recently killed creature and make an Intellect-based roll 
to restore its mind to life long enough to learn information 
from it. The GM sets the difficulty based on the amount of 
time that has passed since the creature died. A creature that 
has been dead for only a few minutes is a difficulty 2 task. 
one that has been dead for an hour is a difficulty 4 task, and 
one that has been dead for a few days is a difficulty 9 task. If 
you succeed. you awaken the corpse. causing its head to 
animate and perceive things as if it were alive. This enables 
communication for about one minute, which is how long it 
takes for the creature to realize that it's dead. The creature is 
limited to what it knew in life, though it cannot recall minor 
memories, only big events of importance to it. When the 
effect ends, or if you fail the roll, the creature's brain 
dissolves to mush and cannot be awakened again. Action. 


© Reveal (2+ Essence Points): You adjust a creature's eyesight so 
that it can see normally in areas of dim light and darkness. 
You can affect one willing creature within immediate range 
for one hour. In addition to the normal options for using 
Effort. you can choose to use Effort to affect more targets; 
each level of Effort applied affects two additional targets. You 
must touch additional targets to affect them. Action to initiate. 


9 Stasis (3 Essence Points): You surround a foe of your size or 
smaller with scintillating energy. keeping it from moving or 
acting for one minute. as if frozen solid. You must be able to 
see the target, and it must be within short range. While in 
stasis, the target is impervious to harm, cannot be moved, and 
is immune to all effects. Action. 
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Third-tier Savants have the following characteristics: 
Adept Ephemeral Use: You can bear four ephemerals at a time. 


Abilities: Choose two of the abilities listed below (or from a 
lower tier) to add to your repertoire. In addition, you can replace 
one of your lower-tier abilities with a different one from a lower 
tier. 


9 Efficient Essence: You have become more efficient at using 
Essence to use your abilities. All Abilities cost 1 less Essence 
(Minimum 1 Essence). Enabler. 


© Ethereal Form (3 Essence Points): You transform into an 
ethereal form for up to one minute. While in this form, you 
gain +2 to Speed defense rolls and are immune to physical 
attacks that do not target the mind. However, you cannot 
physically interact with the world in this form and cannot 
attack or use any physical abilities. Action. 


© Mastery over Corruption: You are trained in resisting essence 
corruption. Enabler. 


